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From The Editorial Staff 


Hello everyone and welcome to the 29th edition of the SMITE 
Official Magazine! If this is the first time you stumbled across 
this community project turned official Hi-Rez product, an 
even greater welcome to you! All of the people working on 
this magazine are SMITE enthusiasts like you, and we all 

try to create content that appeals to all types of players. 

We hope you enjoy your stay here and take a moment 

to browse through the 28 previous editions as well! 


Another month automatically means another deity to 
play around with, and the latest release is none other 
than Izanami, Matron of the Dead! This Huntress fills 
the hole in the Japanese Pantheon and brings us closer 
to a full kawaii team for the MotDs. Of course, you can 
read all about her in this month's edition of Who Is. 


We also continue on our exposition on if, and how, we 
should bring back Domination and the changes that 
must be made to make it viable with all the other game 
modes. We're also taking a look at another potential 
pantheon, and this time it’s the brother of the already 
existing Mayan Pantheon: the Aztec Pantheon. 


Amaterasu’s story wasn't quite finished last month, 
and Apollo took it upon himself to ensure all the details 
of the ‘punish your brother’ event were preserved for 
posterity. Naturally, we also continue the ever rising 
tension in the 9th edition of When Worlds Collide. 


Of course this isn’t everything, but my space Is limited. So stop 


reading this and flip those pages! As always: sit back, relax 
and enjoy the 29th edition of the SMITE Official Magazine! 


Steve Greenfield Jorg van der Velden 


Managing Director Editor 
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We are able to continue to pump out these magazines every month thanks to 
our supporters on Patreon. If you'd like to help out, and get rewards for your 
support! Click anywhere on this page to find our more information. 
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FATHER BRODIN AND 
BROTHER SWUKONG QUEUE 
_ FOR CASUAL CONQUEST 


Our story begins with two completely irrelevant 
and fictional characters: Nick and Jeremy. 

Nick is a very competitive player, but in a very 
sportsman-like way. After the 2015 SMITE World 
Championships, Nick made it his personal goal 
to try to become a competitive SMITE player and 
be a professional Mid laner for a team during his 
free time. Nick may not have very much free time, 
since he is studying mathematics and accounting at 
Yale University, but when he does get some time to 
himself, he spends It doing what he loves. Thanks 


to his background in mathematics, accounting, 
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and classical art, Nick has been able to break the 
mechanics of SMITE down into a science. There Is 
no doubt that he can carry his teams. But instead 
of trying to do this for his own personal fame, glory, 
and financial gain -- since he already knows he 

is going to be hauling in some serious bank as an 
actuary -- Nick wants to better himself as a leader. 
As a Mid lane main, Nick’s strongest ability is to 
make excellent shotcalls for ganking and securing 
objectives, which puts him above his opponents. 
Through his encouragement, explanations of 


his thoughts and actions, and overall positive 
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nature, Nick is slowly becoming one of the most 
valuable Mid laners that can be found in SMITE. 
Nick does not have a clan or competitive team 
as of right now. He spends most of his time playing 
SMITE in Ranked Conquest, hoping that maybe a real 
professional players will be in one of his games and 
will notice his natural talent, but sometimes ranked 
matches can become stressful. Nick is a Diamond 
player, so he does not get paired with incompetent 
Bronze players on a consistent basis, but the 
demanding environment of Ranked Conquest can put 
a fair amount of stress on a kid who Is also going to 
one of the most academically rigorous universities 
in the United States of America, so sometimes It 
is a good idea for Nick to take a break, genuinely 
relax, remind himself that he is playing a video 
game, and queue up for Casual Conquest instead. 
So on that one fateful night, he chose to do so. 
Jeremy, on the other hand, is much different 
from Nick ina lot of ways. Jeremy is still in high 
school, and while he is not a bad kid by any means, 
he still has a lot of maturing to do. He does not have 
much of a drive to pursue any particular career, 
other than to take over his father’s auto-repair shop 
at some point in his lifetime. The deal he made with 
his father was that his father would take him up as 
his apprentice if he managed to graduate from high 
school, thereby becoming the first man in his family 
history to do so. Now, as a 17-year-old senior, Jeremy 
is at the end-stretch. He has prepared himself for 
the past four years to take up his father’s mantle 
and help people In the inner-city in which his family 
resides by repairing their automobiles and providing 
them with more comfortable standards of living. 
However, managing a family-owned auto- 
repair shop, let alone working part-time for one as 
an apprentice, really is not much work for Jeremy. 


Working as an auto-mechanic Is very hard work, 
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to be sure, but in Jeremy's case, he was never 
really expected to do very much work In one day. 
Reinforced in this lifestyle, Jeremy knew he needed 
a hobby, which is why in 2015, he decided to start 
playing SMITE. Jeremy was not very good at it 

first, but after hours of playing Neith for whatever 
reason, Jeremy learned to become a decent ADC 
that knew how to carry his team through basic and 


low-level Casual Conquest matches on a good day. 


So on that one fateful night, he chose to do so. 
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What do Nick and Jeremy have to do with each 
other? Absolutely nothing. Except for the game 
they both managed to queue into, which was also 
the game where we first meet our two... um... 
heroes, | guess? “Heroes” is a really awkward word 
to use for these two. They are not really anything 
Special. They just kind of exist. And crack jokes 
that they think are funny. Yeah, that is basically 
all there is to them. Maybe “protagonists” is a 
better word? Anyways... this was also the game 
where we first meet our two protagonists: 


Father Brodin and Brother Swukong! 


The queue popped. Nick managed to type “mid” 


just in the nick (ha!) of time. It was very straight- 
forward from there. One of his allies wanted to 
play Terra in the Solo lane, while another wanted 


to play Ao Kuang in the Jungle. Terra is a decent 
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Solo laner because of her global utility in her 
Ultimate, and Ao Kuang is such a high-tier god 
that there should not have been any reason for 
them to lose, especially with Nick playing his main 
Mage, Chang’e. Nothing could stop them now! 

“ADC, suckers!” yelled Father Brodin, 
immediately before typing in something to represent 
an obnoxious belch and hearty laugh, in that order. 

“Support or feed,” said Brother Swukong, with 
about as much grace and elegance as a jackalope. 

The daring duo instantly locked in their main 
gods, Odin and Sun Wukong, respectively. 

“What kind of a team composition is this,” Nick 
asked himself. “It takes a true professional, like 
Jeff The Sex Hindla or Incon to pull off Sun Wukong 
support. No way some guy in a Casual Conquest 


match could make it work. But even aside from that, 
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Odin ADC? Really?!? Odin does such a poor Job in 


scaling with crit chance, lifesteal, and attack speed 


that there is no way that Odin ADC could work. We 


are basically a 3v5 at this point! Ugh... whatever 


Nick, keep calm. It’s just a game. | Know | can carry 


as Chang’e, so this should be easy enough. | am 
not going to let two trolls ruin my game for me!” 
Jeremy was on the other team, and had 
a much more reliable team composition. Of 
course, he was playing Neith ADC because he 
really wanted his first win of the day, but he was 
paired up with an Athena Support, a Scylla Mid, 
an Arachne Jungle, and an Erlang Shen Solo. 
Whatever confidence he felt going into the match 
was soon drowned out with a feeling of confusion 
at the sight of the enemy’s team composition. 


“Terra... Ao Kuang... Chang’e... Sun 
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Wukong? Odin? What on earth...?” 

Once the match started, both Jeremy and Nick 
had to figure out how they were going to plan out their 
moves and play around and against the odd team 
composition that they both were seeing on the Order 
side. But, since these characters are pretty much just 
the equivalent of cannon-fodder for our protagonists 
and their interests, we are probably not going to hear 
from them or of them ever again, unless for whatever 
reason Stephen wants to bring them back as a part 
of some sub-plot involving a phoenix or something. 

“Yo, Big Daddy Brodin,” inquired 
Swukong as soon as he and his partner 
in crime spawned into the fountain. 

“Yes, Brother?” replied Father Brodin. 

“How do we do the do?” 


“Just make like a little punk quackling 
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and follow my lead. Get whatever goods 
you need to succeed, you read?” 

“Oh, | read. | read crystal clear.” 

With that, Father Brodin purchased Bluestone 
Pendant, Boots, a couple of Health Potions, a couple 
of Mana Potions, and a Frenzy, and started his own 
jump party towards the red buff while spamming 
his “[VEW] Woohoo!” voice command until he was 
flood-protected for spamming. He had the Odin voice 
pack, though, so it was alright in his book. Brother 
Swukong followed suit, with a Watcher's Gift, Boots, 
some Health Potions and Mana Potions of his own, 
and a Meditation. Instead of spamming his VEW, 
however, Brother Swukong put a point into his third 
ability, 72 Transformations, and decided to run around 
Father Brodin and Chang’e as a tiger at the red buff 
while spamming “[VER] You Rock!” because in Sun 


Wukong’s voice pack he says “You're Grrrrrreat!” 
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instead. Because Brother Swukong put a point into 
his 72 Transformations at level one, the Dynamic 
Duo and their Mid Mage took far too long to clear 
the red buff. Not wanting to miss out on any gold 
and experience from minions, Father Brodin and 
Brother Swukong immediately went to their lane. 
Using Swukong’s ox form and Father Brodin’s first 
ability, Lunge, the two were able to clear the minion 
wave with two abilities and a couple of basic attacks. 
Just as they had finally finished clearing the 
minion wave, there were met with a level two 
Neith, followed by a level two Athena, both of which 
technically had the upper hand. This was going 
to, once again, be a very interesting match for our 


protagonists, Father Brodin and Brother Swukong. 


By Stephen Boyd 
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BRINGING BACK 
DOMINATION: PART 2 


tn 


nan article | wrote for the last issue of the 

| SMITE Official Magazine, | addressed some 
of the major factors that would encourage HiRez’s 
decision to bring back Domination as a newly 
redesigned game mode. Many of these factors have 
costs and benefits associated with the choices to 
go one direction or another when deciding how 
to implement a new game mode, and a lot of the 
costs cancel out the benefits and vice versa, but one 
unique factor is how each individual game mode 
contributes towards and enriches each player's 
experience when they queue up for a Conquest 
match. In the case of Domination, one core mechanic 


that was present in the original game mode, which 
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would enhance each player's Conquest experience, 
is the idea behind zoning and kiting, all of which 
are necessary parts of objective securing. 

When you reach higher level Conquest games, 
even In a casual queue, there are a lot of different 
and viable decisions that are centered around making 
sure that your team secures the objective, whilst 
guaranteeing that your opponents do not. In the 
case of the Gold Fury, after 20 minutes have gone 
by, the regal harpie grants a total of 350 gold and 
250 experience points to all members of the team 
that secured the killing blow. Since both teams 
have an equal chance of securing the Gold Fury, 


failure to put an emphasis on objectives allows an 
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opposing team to put more pressure on the same 
objective, enabling them to put themselves in a 
better position to reap the benefits as opposed to 
your team securing them. In accordance with the 
laws of opportunity cost, these facts put your team 
at a grand total of a 3500 gold advantage and a 
2900 experience advantage, simply by securing this 
objective and preventing your opponents from doing 
the same. The same logic applies to the Fire Giant 
and how it rewards a team with physical or magical 
power, gold, experience, health regeneration and 
mana regeneration, and towers and phoenixes, which 
provide teams with more secure map control and 
Titan pressure. | will not go into the details of all of 
the numbers, but it is still clear to see that objectives 
in this game can define the flow and outcome of a 
single Conquest match, and is why they are such 
a vital aspect of the game of SMITE as a whole. 
Domination demonstrated this concept incredibly 


well. It was essentially Arena with towers, and those 
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towers were the primary focus of the game. Players 
were negatively punished through increased ticket 
reduction if they only cared about securing kills as 
opposed to taking and holding the Sand Guardians. 
Zoning and kiting were core components of the game 
mode, as the victors of all of the important fights 
were the ones who could push their opponents out of 
a specified area of interest. As Domination stood, it 
was a game mode that would have taught players how 
to zone and control objectives properly through trial 
and error, victories and defeats. Players who played 
Domination would have an advantage over the players 
who refused to if those teams were pitted against 
each other in a Conquest match. Domination was 
indeed an ingredient in the coction that represents 

a tried and true SMITE experience, especially 

when understanding that the elements that made 
Domination so different and important were elements 


that were not replicated in other game modes. 
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But these are the factors that drove 
players away from Domination. 

In retrospect, while thinking back about the 
removal of Domination and the implications this 
had on SMITE as a whole, there was one point that | 
did not mention because it was not relevant to most 
of the numerical data that was mentioned in my 
previous article. The point is simply this: Domination, 
compared to other game modes, was not fun to play 
because it was not as immediately rewarding and 
easy to track as other game modes are. Factually, 
while an average Domination match did last much 
shorter than the average high-level Conquest match, 
these matches still lasted longer than most other 
game modes, barring surrender votes in either case. 
This means that in order to complete a Domination 
match, one must be willing to put in more time and 
effort into a Domination match than, say, an Arena 


match. Compared to Domination matches, Arena 
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matches are quicker, easier, and simpler. This 
statement shows why Arena is more appealing 
to a generation of players who seek immediate 
gratification in video games: Arena matches come 
closer to providing a more immediate gratification. 
Furthermore, as demonstrated through an older 
article | wrote regarding an Arena meta, the numbers 
that are actually relevant are kills, deaths, assists, 
and minion damage. Player damage, damage taken, 
damage mitigated, player healing, gold earned, and 
SO on, are all practically irrelevant in measuring a 
player's or team’s skill level after an Arena match. 
Because things such as objective time, objective kills, 
and tickets reduced are not measurable stats without 
a third-party measurement system, Domination 
became a lot trickier to evaluate after a victory or 
defeat. Unless an omniscient team leader and/or 
shot-caller told the rest of his team exactly what 
they did well or what they needed to improve upon, 
there was no real way for the average Domination 
player to objectively know how to improve and 
become a better player. Putting all of these factors 
together, Domination would normally feel drawn- 
out and frustrating, to the point where defeats were 
much more demoralizing than a defeat in most 
other game modes, and victories were not 
as rewarding as they should have been. 
If we were to bring Domination 
back as agame mode, it would 
need to be completely changed; 
not only in terms of balance 
and aesthetic, but also 
in terms of increasing 
the fun factor and the 
rewarding feelings of 
successful matches, 
while still keeping the 


emphasis on zoning, 
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map control, and kiting in order to help players who 


want to take a break from Conquest but also want 
to improve their own skill level in these areas. 

And all of this can be done through 
complete map redesign. 

Admittedly, | am not a professional map designer, 
so | could not fully create a concept for a new map, 
but | do have a couple of ideas for what could make 
for an interesting game mode. In its most basic form, 
imagine a map that is made up of a single, long, wide 
lane, relatively similar to the Assault map, that has a 
large jungle on either side. Basically, it would be the 
Conquest map without any side lanes, and the middle 
lane is much larger. Of course, at the furthermost 
endpoints of the map would be a fountain, and close 
to the fountain, each team would have a structure. 
This structure would work similarly to a Fire Giant 
as opposed to a tower or a phoenix, in that either 


team could attack it and secure some gold and 
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experience for the rest of their team, as well as a 
buff that gives them power, health regeneration, and 
mana regeneration. As players move towards the 
center of the map, the lane will become much wider, 
to the point of appearing to be only slightly smaller 
than the middle of the Arena map. Throughout the 
middle lane, there are various branching paths that 
lead into the jungle, which will be much larger than 
most jungles we have seen in other maps and serve 
as various flanking routes to get across the map 
while avoiding your enemies, as well as providing 

an assortment of buffs for you and your allies. 

Each team starts with a high number of tickets, 
perhaps something along the lines of 300. Killing an 
enemy god reduces the enemy team’s ticket count 
by five, similar to Arena. When a team kills another 
enemy's structure, they gain a light version of the 
Fire Giant buff, as well as reducing the enemy team’s 


ticket count by 30. Therefore, killing the enemy 
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team’s structure ten times will end the game. Killing 
your own structure will give you a slightly stronger 
version of the same buff, but will not reduce either 
team’s tickets. This stronger version of the new buff 
will still be weaker than the Fire Giant buff from 

the Conquest and Clash maps. Because killing 
structures would be a major part of the game mode, 
the respawn timer for these structures would be 
about 90 seconds, so players have enough time to 
respawn and reposition for another fight near their 
fountain, even if every member of their team is killed, 
but it is not so long that a match would drag out 

for so long due to unreasonable structure respawn 
timers. This game mode would be the only game 
mode which would not include minion waves, since 
minion waves are uSually irrelevant when securing a 
Gold Fury or Fire Giant, and in some very rare cases, 
towers or phoenixes. Gold and experience spooling 


would be much higher than in most other game 


modes -- perhaps on par with Arena -- in order to 
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compensate for the lack of traditional farming. 

Finally, the map would obviously be themed 
around the Egyptian Pantheon, in order to not 
only diversify the scenery that is present within 
the various SMITE game mode maps, but also as 
an homage to the original Domination map. 

All of these suggestions for this new game 
mode, while imperfect, are intentional and based 
on reasoning. The core ideas are forced teamfights 
around specific objectives, which would not or 
should not last very long. The teamfights are forced 
because the jungle, while useful as a flanking route 
or escape route, would be inefficient to fight in, and 
the lack of minion waves means that teams have to 
fight if they want to reduce tickets to win the match. 
To prevent snowballing, since objectives generally 
provide much larger advantages in all other game 
modes which have them, the objectives in this 
game mode should be toned down to prevent early 
deaths or other losses from becoming demoralizing. 
Additionally, the increased gold and experience 
spooling will further prevent snowballing in the 
same fashion that it does for Arena, with the added 
benefit of rewarding structure securing over kills 
since kills are not as rewarding in this new game 
mode. Most other features that | have described 
have implicit benefits, or were already explained. 

| personally do not think that SMITE needs 
another game mode, and it certainly does not 
need to be Domination. However, that is not the 
question at hand -- we are here to suggest a new 
way to re-envision Domination in order to give 
ita place and purpose within the game, and by 
introducing a new game mode that could eventually 
be balanced, it is clear to see that, while unecessary, 


it is very feasible to bring back Domination. 


By Stephen Boyd 
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HISTORY OF WHAT COULD BE: 


AZTEC PANTHEON 


By Helena Wachhaus ~~~ 


History Of- articles give background information on the cultures that each of the 
pantheons in SMITE belong to. So far we've reported on the Egyptians, Norse, 
Maya, Hindu, and Japanese pantheons. Last month we began expanding the list 
to include pantheons like the Celtic pantheon, that might make it into SMITE one 
day. This month were taking a look at the history of the Aztec pantheon. 


he Aztecs were well known for being 

Thon warriors who cut out the still- 
beating hearts of their prisoners. While that is, to 
some extent, true, like most things about the ancient 
world, it isn’t the full extent of who the Aztecs 
were. In fact, the Aztecs were incredibly innovative 
farmers who managed to figure out how to grow 
crops in very unyielding conditions. The capital city, 
Tenochtitlan, was built in the middle of a marsh 
which was incredibly difficult to convert into fertile 
farmland. Most people would have taken one look 
at the marsh and immediately rejected it as a place 
to settle down, not the Aztecs. They used a method 
of agriculture known as Chinampas where crops 


are planted in small rectangles. Chinampas as a 
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technique Isn't unique to the Aztecs, it was a fairly 
common way to grow crops in Mesoamerica, but the 
Aztecs needed to use Chinampas In order to survive 
as a civilization while many other Mesoamerican 
populations had other options. Regardless, 
Chinampas allowed the Aztecs to utilize the water 
of the marshes and lakes where they farmed. 

It’s not surprising that the early Aztecs knew 
about Chinampas and knew how to utilize the 
technique to best transform the land around them. 
Before the Aztecs settled in Tenochtitlan they were 
nomads. The myth of why the Aztecs settled Is one of 
the most prominent stories that has lasted through 
the ages. While roaming around Mesoamerica, the 


Aztec priests prophesied that, in a few years, the 
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nomadic band would come across a lake. And in 
the middle of the lake would be an island with a 
single cactus on it. An eagle would be perched on 
the cactus with a snake in It’s beak. The cactus, 
eagle, and snake would be signs from the gods 
that they were to build a great city on the lake. 
Now, that prophecy is incredibly specific, so no one 
really thought that it would come true; but it did so 
the shocked Aztec people began the hard work of 
transforming a lake into a marsh and dry land. 
While the Aztecs built their houses out of wood 
and reeds they're well known for constructing 
magnificent pyramids out of stone. The pyramids 
acted as temples; The Great Pyramid is where all 
of the human sacrifices had their organs removed 


for the sun gods. | say sun gods because the Aztecs 


believed that there were at least five gods of the sun. 


But I'm getting ahead of myself, because before 
there can be five sun gods, there has to be a world 
for them to rule over. The Aztecs believed that the 
world was created by one god, Ometecuhtli, who 
was both male and female, who managed to create 


themselves out of the chaos of the unmade world. 
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This god managed to use both of their masculine 
and feminine aspects to give birth to the gods of the 
four directions, the gods of the winds and the rains, 
and a whole host of other deities. In some versions 
of the myth the gods immediately begin fighting 
and tearing apart everything that Ometecuhtli had 
created. In this version, the only way to recreate 
the universe was for one of the gods to sacrifice 
themselves and begin the cycle of rebirth and chaos 
that had destroyed the world in the first place. That 
being said, the gods don't possess enough power 
to keep the world working the way that it should 
and push the sun across the sky, so the Aztecs took 
it upon themselves to help the gods move the sun. 
As you've probably guessed one of the ways that 
they did this was by sacrificing other humans. 
There is another way of telling the story though, 
and this one has a lot more infighting. Once the gods 
began to create the world and fill it with creatures 
of their own making, they realized that one thing 
was missing; they needed to make an energy source 
that would light their new world, but creating such 


a thing was beyond their capabilities. After a long 
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time the gods decided that their creation was much 

N 

more important than their own lives and resolved 

\ 

| to sacrifice one of their own so that the creatures 

N 

down on earth could survive. The first god to die 

\ 

| was Tezcatlipoca, but he didn’t have enough energy 
N 

in him to make a full sun. This angered another 

N 

| god, Quetzalcoatl who created giants and knocked 
N 

the half-sun out of the sky. Quetzalcoatl became 

N 

the new sun and created humans. All was well 

N 

until Tezcatlipoca decided to avenge himself and 

\ 

| turned the humans into monkeys. Quetzalcoatl 

N 

sent a hurricane to get rid of the monkeys and 

N 

lost his control over the energy of the sun. 

\ 

| The honor of becoming the third sun went to 

N 

an older god by the name of Tialoc who had been 

N 

| the god of rain and water. For a while Tialoc was 

N 

| a successful sun and it seemed like the drama of 

N 

| the two previous suns was a thing of the past, until 
\ 

Tezcatlipoca stole Tialoc’s wife. In his grief, Tialoc 

N 

forgot to send rain down to earth. When the cries of 
\ 

| the creations, who were suffering through a massive 
N 

drought, reached Tialoc he punished them for their 
N 

| selfishness by opening up the heavens and raining 
N 

down fire. Because what is the pain of a drought in 
N 

the face of someone who's wife has been stolen? 

N 

| Tialoc destroyed every living thing on the earth and 
\ 

was deemed unfit to be the sun. His sister was 

| 


chosen to be the fourth sun. But Tezcatlipoca and 
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Quetzalcoatl were jealous that another god was 
chosen to do their job, so they removed her from the 
sky, causing the newly made world to be flooded. 

The fifth, and last sun, was the most stable. 

The gods chose Nanahuaizin to be the sun, which 
struck the nerve of the proud god Tecuciztecatl who 
thought that he would be a better sun. The two gods 
gathered around a great fire and told to jump in. 
Tecuciztecatl was too scared to make the jump, but 
then he saw Nanahuatzin leap fearlessly into the 
flames and vowed that he wouldn't be outshined. An 
eagle and a jaguar followed the two gods into the fire, 
but the energy of the two gods and the two animals 
was too strong and the sun shone too brightly. So 
the gods threw a rabbit into Tecuciztecatl face and 
he became the moon. But separating Tecuciztecatl 
and Nanahuatzin made Nanahuaitzin too weak to 
move the sun across the sky which is why the gods 
and the creations must give gifts of blood to lend 
him their energy and keep the sun in motion. 

The decimation and subsequent fall of the Aztec 
empire was due, in part, to the mythology of the 
Aztecs. There was a myth that the god Quetzalcoatl 
would return to Tenochtitlan before the next reed 
year, approximately fifty-two years, and from there he 
would conquer the world and bring about an era of 
peace. Normally, a myth like this would be dismissed 


as something that would occur in the future and 
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not something that should be paid attention to, but nearly eradicate the Mayans; he couldn't really 


then, fifty-two years later, Hernan Cortes came to be stopped. The Aztecs were incredible warriors, 
Mesoamerica. Now the priests, who had been fairly farmers, astronomers, architects, and had some 
accurate for most of Aztec history -with the whole of the most accurate priests in the whole of the 
cactus eagle snake prediction and ensuring that the ancient world; and those things shouldn't be 

sun moves across the sky with human sacrifices- forgotten in the face of the human sacrifices. 
warned the emperor that he shouldn't trust this By Helena Wachhaus 


Cortes person. Unfortunately for the emperor, Cortes 
happened to look a lot like the god who was foretold to IF YOURE INTERESTED IN LEARNING MORE ABOUT THE 
conquer the world and he couldn't listen to his priests’ AZTEC PANTHEON, HERE ARE SOME MORE RESOURCES 
advice for fear of angering the gods. This turned out to 
be a bad decision. Within two years of Cortes’ arrival History 
the Aztec empire was, which ranged from modern day Aztec Culture and Society 
Mexico all the way through most of Central America, Aztec History 
was nearly completely erased by war and disease. Chinampas 

It’s a bleak and bloody ending to an ultimately Creation Story 
sophisticated civilization. While It’s easy to blame Indigenous People 
the emperor for allowing Cortes into Tenochtitlan History World 


and bringing an end to the Aztecs, it’s worth Aztec Indians 


noting that Cortes went on to defeat the Incas and 
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DIARY OF —-AMATFERASO— 


APOLLO 


Dear all knowing diary where | write down 
all of my thoughts and fantasies... 

sn't that how you normally begin these types 

of things? If it isn’t then you're doing this whole 
diary/journal thing wrong. I've read a few of these 
entries and they are drab as all get out. Seriously 
Amaterasu, you need to write with more pazazz. 
Now you're probably wondering, ‘Apollo why did you 
steal one of your closest friend's diary? Isn't that a 
major invasion of privacy?” And yeah, Ama, you'd be 
right in questioning me. This is a colossal invasion of 
privacy. My morals are incredibly suspect; as is my 
intelligence. But, before you set this diary back in the 
drawer and come hunt me down, I'd like to at least 
explain what | was doing when | took this and decided 
to write in it. If this is the last thing | write before | die 
| want someone to at least read it and seeing as no 
one else is stupid enough to steal your diary then | 


guess that means that you have to read it. And if you 
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By Helena Wachhaus ~~~ 


still want to hunt me down and kill me after you finish 
reading this, then at least I'll have a good head start. 
Knowing you, you didn’t properly explain the 
beauty of what went down the other week. You only 
included the barest details in a vain attempt to let 
our meddling brothers retain some of their dignity. 
Which isn’t necessarily a bad thing -in fact it’s kind of 
touching that you still want to treat them with respect- 
but Thor and | have talked about this, and we both 
agree that none of our brothers, Susano included, 
deserve to be relieved of the shame of their downfall. 
Plus the stories are hilarious and | wouldn't want 
them to be lost between the pages of your life story. 
These are the tales of the gods and deserve to be 
shared around the world! Or at least should be shared 
on more than three measly pages of your diary. To 
be honest though the only reason I'm doing this Is 
because Thor beat me at rock paper scissors. So 


much for my luck and role as the brains of our group. 
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Before you ask Ama, I'd like to remind you that | came 
up with the Idea to give our brothers a taste of their 
own medicine and planned out the ways to get back at 
them. Besides the other important parts of the body 
were already taken by you and Thor; you're the heart 
of the operation and Thor is very clearly the muscle. 
But getting back on topic, which tale should | start 
with? The one where Mercury realized that he couldn't 
go anywhere near my room without tripping and 
launching himself into the stone at the other end of 
the hallway. Or the one where Susano’s knees buckled 
after seeing the look in Thor's eyes. Maybe | should 
just gush about my own triumph over the Trickster 
God. On second thought, I'm going to leave that one 
for last. It'll be a good way to end this and make me 
feel better about all of the things I've accomplished 
in my lifetime before you kill me for writing in your 
diary. That leaves Susano and Mercury’s downfalls. 
Honestly, I've covered Mercury's pretty well 
already. The unusually strong fishing line that 
you strung up has worked fantastically. He hasn't 
quite figured out where each of the lines are and 
hasn't managed to get into my room. As for the 
times when he tries to sneak up behind me, well 
it’s easiest to say that he still hasn't found the bells 
that you sewed into his shoes. He once asked me if 
I'd gained a new ability; he probably thinks that It’s 
through some magic or advanced hearing that I’m 
now able to sense when he’s near. For as clever as 
Mercury is, he can be a bit of an idiot sometimes. 
Maybe he'll figure it out, but when that day comes 
we can think of something else that we can do to 
give me a bit of warning, if I'm still alive that is. 
The next entry in this list of embarrassing stories 
about meddling brothers goes to Susano. I’ve heard 
that the scare he received has been fairly effective in 


that he’s left you alone and continues to fear for his 


i 

i 

\ 

\ 
own safety. 4 
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Unfortunately for me, | happened to miss the 
entire altercation, so this account is going to be based 
off of what Thor has told me and embellishments 
provided by my own imagination. Let me set the 
scene, you were there, obviously, reading a book 

in one of the big plushy chairs that you're always 
sitting in. That’s how Thor found you, sitting there 
reading. He was drinking, as always, and plopped 
down beside you. The god of thunder probably 
didn't even say anything in greeting, just grunted; 
how typical of him. Anyway the two of you went on 
minding your own businesses when another god 
who Is really unimportant in this story, but likes 

to rile people up and spread gossip, rushes down 
the hallway screaming the latest slander against 
your good name. Well, you and Thor spring to your 
feet and begin to hunt down the dastardly god 

who started the rumor. It’s not really a surprise 
when your investigation leads you to the god of 
the summer storm himself. Maybe it’s because of 
the recent pact you two made, or because of the 
severity of Susano’s claims, but Thor absolutely 


loses it. Don't try to downplay his anger Ama, 
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N 
I've seen the suspiciously lightning shaped scorch marks in that 
hallway. Have they even managed to wash the ash off the walls yet? 
Faced with that, it’s really no surprise that Susano hasn't really 
recovered from the encounter. | doubt that anyone, even my 
crazed speedster of a half-brother, would be 
able to bounce back after that stern 
threat filled verbal rampage 
that Susano was given. 
Speaking of which has 
anyone checked on 
him recently? | haven't 
seen him in a while, and 
while | hate him and believe that doesn’t 
deserve any amount of sympathy, he’s still 
your brother. | know I'd get worried if | didn’t 
see Mercury in over a week and | know that 
Thor would be sick with worry, both for Loki and for the entire 
population of Midgard, if his brother went missing. For all 
we know, Susano could be plotting your demise as I’m 
writing this and, seeing as Thor and | have put so much 
effort into keeping you alive, I'd like to make sure that 
your brother hasn't reverted back to his old ways. 

But enough about your brother and his vaguely 
evil tendencies; it’s high time | documented my awe- 
inspiring triumph over the abominable trickster god 

Loki. When | questioned Thor about his brother's 
mercurial personality -sorry, | couldn't resist the pun- 
| discovered that Loki usually acted out while feasting 

after a battle. I’m sure Thor would have found the 
pattern, eventually, but | am the self proclaimed brains 
of the group so | hold no remorse in saying that | found 


ey 


it before either of you. After that revelation, it was a 


wu simple matter of waiting for Loki to snap; which 
wy : he did like two hours after I'd formulated a plan. 
Thor and Loki were sitting together at one of 
the long tables. A few gods were gathered around 
Pr the table too, Hun Batz and Xbalanque were trading hunting stories, Nox was yelling 
f ~~ at Scylla for staying up past her bedtime, Ares was making googly eyes at Aphrodite, 
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it was a usual night. As for me, | was sitting rather 
unobtrusively on Thor’s other side; anyone walking by 
would think that | was minding my own business, but 
really | was laying in wait. As you probably know, or at 
least you've figured it out on your own, dealing with 
Mercury on a semi-daily basis has made my reaction 
time so much better than it would normally be. So 
when Loki produced the butter knife and brought it 
down towards Thor's unprotected back -don’t ask 

me where he got the knife or what he was planning 
on doing with it because | don't have any answers- | 
lept from my seat at the bench and blocked his strike. 
He was in such a State of shock that | was able to 
disarm him. | wish you'd been there Ama, his face was 
priceless; seriously, his jaw couldn't have dropped 
any lower. | remember standing over him, saying, 
“you think you're fast? Trust me, you're a slower 


than a snail in respect to my brother.” And then, just 
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to push his humiliation even further | lectured him 
on what butter knives are used for, butter, and how 
terrible they are at being weapons. Especially against 
a warrior like Thor, honestly, what was he thinking? 
Attacking Thor with a dull knife? I'll never understand 
Loki, and if the day ever comes that | do understand 
him please end me before | do something stupid. 
Well, it seems like I’ve gone through each of 
our brothers. I’m not sure If there’s anything that 
I've missed, but | doubt I'll ever be dumb enough to 
sneak into your room and write in your diary again so 
if I've left anything out, then it won't be recorded for 
posterity. Posterity will cry and wail at this injustice, 
but who am | do repeat an act of idiocy? Don’t answer 
that. Anyway, | hope you don’t decide to kill me for 
this transgression, because | happen to like living an 


awful lot. I'll see you soon. Please don’t stab me. 


By Helena Wachhaus 
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WHOIS... IZANAMI 


By Stephen Boyd ~~~ 


We all live in a world where there is life, order, peace, and prosperity. But with life comes 
feeling, with feeling comes pain, with pain comes death, and with death comes malice. 
The order, peace, and prosperity that we had once known will wither away over time, just 
as all living beings wither away themselves. This can even hold true for the gods -- beings 
regarded as higher than man -- who had once lived and loved life, but are now rotting 
away in their own decrepit decimation. Thus is Izanami, the Matron of the Dead. 


n SMITE, Izanami is classified as a Hunter. Like 

all Hunters, her primary source of damage 
is her ranged, physical damage basic attacks, that 
can benefit from additional effects such as critical 
strike chance and lifesteal. What makes Izanami 
more unique, however, is her method of using her 
basic attacks. Unlike other Hunters who can only 
strike their opponent once per basic attack, Izanami 


throws out her kamas as if they were boomerangs, 
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allowing them to hit an opponent a second time while 
they return to her. For reference, the flow, control, 
and style of Izanami’s basic attacks are very similar 
to Vamana’s third ability, Umbrellarang. To balance 
out this new mechanic in an attempt to keep her 
in-line with other Hunters, Izanami's basic attacks 
only have 50% damage scaling, while other Hunters 
do have 100% damage scaling on their basic attacks, 


and 33% lifesteal effectiveness, while other Hunters 


The GameOn Magazine 


have 100% lifesteal effectiveness. In accordance with 
the double-hit potential, Izanami’s basic attacks can 
deal up to a total of 100% basic attack scaling with 
66% lifesteal effectiveness. These stats may seem 
like a detriment, because they require you to hit 
twice for full effectiveness, which requires excellent 
positioning, but even when both hits connect, she 
does not benefit from lifesteal anywhere near as well 
as other Hunters. However, these downsides can 
still be negated by her passive and her first ability. 
Izanami's passive is called Death Draws Nigh. 
For every 15% of her missing health, Izanami gains 
4% penetration. This effect stacks up to five times 
at a total of 20% additional penetration, as long as 
she has no more than 25% of her maximum health. 
This effect is similar to Bancroft’s Talon’s passive, 
except it is physical penetration percentage as 
opposed to additional magical power. The passive 
itself is very self-explanatory and straightforward, 
but understanding item interactions with Izanami's 
passive can be a bit tricky. One of the primary 
concerns or implications, as mentioned above, is 
Izanami's poor lifesteal scaling. She does not have 
anywhere near as much effective lifesteal as other 
Hunters, but because her passive allows her to 
benefit more from having less health as opposed to 
more health, is the poor lifesteal scaling an issue for 
Izanami? Would you even want to build lifesteal to 
begin with? Another main concern Is the source of 
penetration from her items. Izanami gains additional 
percentage penetration, similar to Titan’s Bane’s 
passive, which conflicts with flat armour reduction, 
which comes from Void Shield, and percentage 
armour reduction, which comes from Executioner. 
Executioner Is a staple item for most Hunters, 
because it gives them two stats which they need -- 
some form of effective penetration and attack speed. 


Izanami, however, has a passive that conflicts with 
The Official SMITE Magazine Issue #29 
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the armour shredding, meaning that she is better 
off buying a Titan's Bane for a potential total of 53% 
physical penetration on both her basic attacks and her 
abilities. However, this only occurs when she has less 
than or equal to 25% of her maximum health, and she 
is forgoing attack speed when she buys Titan’s Bane 
over Executioner. In light of these conflicts, which one 
is more efficient to buy? | will attempt to answer this 
question later when | discuss potential builds for her. 
Izanami's first ability is called Sickle Storm. 
When this ability is activated, for the next six seconds, 
Izanami's basic attacks lose their unique boomerang 
effect and act like traditional ranged basic attacks. 
The basic attacks also lose their 50% scaling and in 
turn gain 100% physical power scaling to keep them 
in line with other Hunter’s basic attack steroids, in 
addition to dealing additional damage on hit, similar 
to Freya's first two abilities. To top it all off, IZanami 
gains additional attack speed, up to a maximum of 
795% attack speed when this ability is maxed out. As 
is expected, this ability is primarily used for single- 
target damage. Be them lane opponents, towers, 
phoenixes, and/or map objectives such as the Fire 
Giant or Gold Fury, the massive spike in damage per 
second (DPS) that this ability provides is absolutely 


astonishing. Izanami may feel weaker in the mid- 


game due to her lackluster boxing potential and lane 


pushing when Sickle Storm is inactive, but when 
she activates her first ability, she quickly becomes 
one of the best boxers in the game -- comparable 
to Rama while he has his second ability activated. 
While this ability does not make you feel as though 
you are playing a completely different character all of 
a sudden, as is the case with Hel’s and Ullr’s stance 
switches, it is still indubitably a game changer. As 
such, this ability can be maxed either second or 
third depending on the progression of the match, but 
should be used almost constantly in the later stages 
of the game where your opponents will start to feel 
the pain that the Matron of the Dead can truly deal. 
Izanami's second ability is called Spectral 
Projection. lzanami shoots out a linear skillshot that 
passes through everything it comes into contact with, 
damaging and slowing all enemies in the process. 
Overall, this is a fairly standard waveclear ability, in 
the sense that it mostly functions the same way as 
other waveclear abilities that Hunters have during the 
early game. This ability, however, is objectively better 
than almost any other waveclear ability that Hunters 
possess on every front. At 70u, the range that this 
ability has is superior to most other line skillshots 
in the game. This ability also is one of the highest 
scaling non-Ultimate line skillshots that Hunters 


have. This ability, when maxed out, deals 265 base 
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damage plus 90% of Izanami’s physical power. So 


long as Izanami builds power, she will deal incredible 
amounts of damage, even though the base damage 

is Indubitably low compared to most line skillshots 
that Hunters possess. However, the lack of early- 
game damage is a negligible factor, since her primary 
use for Spectral Projection is early-game waveclear, 
which is further complemented by her unique basic 
attacks. The only other three Hunters that can use 
their basic attacks to help them clear the wave are 
Rama, Xbalanque, and Jing Wei, but all of them 
require the use of a basic attack steroid from their kit 
to accomplish this effectively, and none of them really 
have another reliable form of waveclear apart from 
those basic attacks, unlike Izanami. Consequently, 
Izanami has one of the best early-game waveclears 

in SMITE. Ultimately, what makes this ability even 
more unique and interesting is the fact that this ability 


applies a slow debuff to enemies that are hit with it, 
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and increases when enemy gods that are slowed by 
the debuff are killed. This additional bit of utility is a 
very nice addition to Izanami's kit, since it is great for 
applying a slow to a target that is chasing her in order 
to help her escape, or for slowing enemies that she 
is giving chase to. This utility is also easy to acquire, 
because it seems as though the slowing debuff is 
actually applied before the damage, despite both of 
them almost appearing to occur simultaneously; 
this means that if an enemy god was killed with this 
ability, then Izanami will gain the additional slow from 
this ability for later uses. Because this ability greatly 
helps her with clearing the wave in the early-game, 
and because Izanami wants to gain the additional 
slowing from this ability as soon as possible, 
primarily from killing her target through using this 
ability, | would suggest maxing this ability first. 
Izanami's third ability is called Fade Away. 


Izanami leaps a maximum distance of 55u in the 
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direction she Is facing by burrowing underground and 
arising to the surface, similar to Hades first ability, 
Death From Below. However, unlike Hades leap, 
when Izanami emerges to the surface, she becomes 
and remains stealthed for six seconds. Like Ao Kuang, 
any damage inflicted on Izanami will remove her from 
her cloak, but considering that this damage has to 
follow a 55u leap, that is going to be some relatively 
hard damage to predict on a casual level -- especially 
since, like almost all other characters with leaps, 
the distance can be reduced if desired, causing an 
unsuspecting opponent to overshoot their damage 
while attempting to predict Izanami's location. Even 
though this is an ability that is practically exclusively 
used for escaping bad situations, you do gain a lot of 
benefits from putting skill points into this ability. Upon 
leveling the ability up, the mana cost is reduced from 
90 to 70, the cooldown is reduced from 16 seconds 
to 12 seconds, and the stealth duration is increased 
from four seconds to six seconds. Since positioning 
and survivability are so important for Hunters, and 
perhaps more so for Izanami who suffers from 
reduced lifesteal effectiveness and has to worry about 
her positioning when using her basic attacks, there is 
an argument to be made for maxing this skill before 
maxing her Sickle Storm, but it truly does come down 
to the flow of the match, as well as player preference. 
Izanami's Ultimate ability is called Dark Portal. 
Izanami creates an area-of-effect, ground-target 
skillshot that deals massive damage after a small 
delay. Enemies that are hit by this ability are then 
silenced for up to 2.5 seconds. If 1am going to be 
honest, this ability has nice particle effects, but it 
is nothing special. It is a high burst-damage ability 
that is a combination of Nox’s second ability and 
Scylla’s Ultimate ability. It feels a lot more fitting on 
a Mage, realistically. However, with such high burst 


damage, capping out at 650 plus 130% of Izanami's 
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physical power as burst damage, and such high 


utility, with a 2.5 second silence that can be applied 
to multiple people, this ability is worth putting a skill 
point into at every chance possible. This ability can 
and will be the difference between life and death. 
Izanami shines the most during the early-game, 
where she can outclear practically all Hunters 
during the laning phase, and the late-game, where 
her boxing potential can be compared to Xbalanque, 
Artemis, and Rama. Therefore, during the laning 
phase, Izanami benefits less from supports that 
can clear the wave efficiently such as Ymir and 
Athena, and more from supports that can keep 
her alive throughout the early stages of the game, 
such as Terra and Sylvanus. Similar to the three 
aforementioned Hunters, Izanami also benefits from 
getting ahead as early as possible, so supports that 
can set up kills for her, such as Terra and Fafnir, 
compliment her very well. Aside from Guardians and 
other support gods, Izanami benefits from having 
burst Mages and Assassins on her team that can 
capitalize on her utility, and Warriors, Assassins, 


and Mages that are very effective at zoning. Since 
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Izanami's utility is very punishing because of the 


incredible damage that she can simultaneously output 
from her second and Ultimate abilities, opponents 
will make an effort to go out of their way to avoid her 
damage as much as possible, considering how easy It 
is to confirm her damage, making her a surprisingly 
control-oriented Hunter. Allies that can provide 
additional zoning can result in a high-control team 
that has enough damage from Izanami alone to serve 
as areliable team composition. Gods that fall into this 
category include Kukulkan, Ah Puch, Scylla, Poseidon, 
Odin, Osiris, Hun Batz, Thor, Susano, and almost all 
Guardians. In regards to direct counters to Izanami, 
Warriors with severe amounts of crowd control, 

such as Erlang Shen, Bellona, and Amaterasu, as 
well as practically all Guardians, can lock Izanami 
down, which allows any follow-up damage to burst 
her down instantly. Another interesting counter to 
Izanami Is persistent damage over time that can 

take her out of her invisibility after she leaps away, 
which reduces her escape capabilities severely. Gods 
that fall under this category are Kukulkan, Agni, Ah 
Puch, Aphrodite, Zhong Kui, Arachne, Bastet, Loki, 


Susano, Fafnir, Khepri, Sylvanus, Terra, and Xing Tian. 
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Gods with cripples and silences that prevent Izanami 
from escaping and repositioning are also effective. 
When building Izanami, there are a couple ways 
to itemize her, but your first two items are practically 
non-negotiable -- Izanami benefits most from rushing 
Transcendence, followed by Warrior Tabi. Because 
Izanami's best abilities have such high power scaling, 
building as much physical power as possible in such 
a short amount of time is the way to go. From here, 
your third item depends on your levels of confidence 
and your playstyle. You will want to go into attack 
speed and penetration to compliment your power, 
so your two primary options are Ichival and Asi. The 
benefit of Ichival is the additional boxing potential 
which works so well with her first ability, while the 
benefit of Asi is higher penetration and the addition 
of lifesteal. Because her first two items give her 
such a high amount of power, Izanami does gain 
some utility and a fair amount of survivability from 
using her basic attacks on the enemy minions to 
clear the wave, and then using her first ability on 
her opponents while boxing them, which gives her 
even more health points back. The choice comes 
down to which is more valuable during the match: 
surviving your opponent or killing your opponent. 
After your third item is complete, your next three 
items are also non-negotiable -- Poisoned Star, Wind 
Demon, and Deathbringer, in that order. In order to 
balance Izanami with other Hunters, HiRez allowed 
some on-hit effects to trigger on the first hit but 
never the second hit, but critical strike chance can 
hit on both the first hit and second hit of all basic 
attacks. Because the passive effects from Poisoned 
Star and Wind Demon are based solely on whether a 
critical strike occurs, having a much higher critical 
strike chance at the cost of critical strike damage, 
so long as your first ability is not active, makes 


Poisoned Star and Wind Demon exponentially more 
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effective on Izanami as opposed to other Hunters 

-- especially considering critical strike builds are 
common on Hunters already! Additionally, even if 
Izanami activates her first ability, the massive attack 
speed boost from this ability increases her DPS bya 
very large margin, which in turn also increases her 
critical strike chance. To top it all off, these three 
items together provide 120 physical power, which just 
adds more damage to her high-scaling abilities. After 
you finish your Initial collection of items, you will sell 
one of your items for another, more reliable form of 
penetration, depending on what you want and need 
as Izanami. If you value lifesteal and survivability, and 
you want to deal a nice amount of additional structure 
damage, | would suggest selling Transcendence for 
Titan’s Bane. This gives you the ridiculously high 
amount of 53% penetration that | mentioned earlier, 
which is useful for taking objectives. It may appear as 
though you are lacking on power and attack speed, 
but the penetration gained from Titan’s Bane makes 
up for the power lost from Transcendence, and the 


attack speed steroid from your first ability provides 
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more than enough attack speed to make up for 
the lack of attack speed you would be getting from 
Executioner. However, if you want to put more of an 
emphasis on boxing and killing the enemy team, 
sell Ichival for Executioner. You lose out on a very 
small amount of attack speed, but in turn gain a very 
nice amount of penetration, which will compliment 
the damage you are keeping from a fully-stacked 
Transcendence. Once again, your first ability will be 
one of the best tools In your kit during the late-game, 
which means that you will be hitting harder than 
almost all other Hunters in the game with your high 
attack speed, physical power, physical penetration, 
and critical strike chance. However you choose to 
build Izanami does depend on other factors in the 
match, but generally speaking, these are the two 
types of builds that | have had the most success with. 
So who is Izanami? Izanami is a pure 
representation of death itself. Dark, malicious, and 
worthy of fear, Izanami is a force to be reckoned with. 


By Stephen Boyd 
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IN THEORY - GODS OF GAMING: 


ARCEUS, THE CREATOR 


Welcome to In Theory: Gods of Gaming, where we 
take a popular character from the video game world 
and transform them into a fully-fledged SMITE god! 
This time, we are going to be taking a character that’s 
considered to be the most powerful being in its own 
origin world - in fact, it’s considered to be the creator 
of the universe! What a fitting being to enter the 
Battleground of the Gods! Without further ado, let’s 
look at a potential kit for none other than Arceus, the 
Creator, from the widely-loved Pokémon franchise. 

Arceus, the Alpha Pokémon, is the most powerful 
Pokémon in the universe, as it was Arceus himself 
who is believed to have created it. According to 
mythology, Arceus was born from an egg before 
anything ever existed, and once he was born 
Arceus molded everything into being with 1,000 
arms. He Is widely revered in the Sinnoh region. 
Furthermore, Arceus Is said to have created three 
extremely powerful Pokémon immediately after its 


birth: Dialga, the embodiment of time, Palkia, the 
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embodiment of space, and Giratina, the embodiment 
of antimatter. While Arceus has been known to care 
about the planet’s welfare, he is also known to hold 
grudges for all of eternity, and can be devastatingly 
violent towards those who Arceus believes has 
betrayed him. Arceus is also able to feed off of the 
energy given off by slabs known as the Life Plates. 

In SMITE, Arceus is a mage and a very unique god 
that is capable of adapting its playstyle by purchasing 
and using four different Plates, each giving him 
different bonus effects that can significantly alter 
how you can play him. Regardless of the Plate he 
chooses, however, Arceus is capable of inflicting 
massive amounts of damage at close range, but 
does so at the cost of mobility and reliable hard 
crowd control. Now, let's take a look at his kit: 

Let’s start by going into detail of Arceus’s passive, 
Multitype. In the Pokémon games, Arceus has the 
ability to change his type by equipping different Plates. 


In SMITE, this mechanic has been translated into 
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Arceus is able to purchase one of four Plates from 
the item store, which strengthens himself, grants him 
bonus persistent effects, and changes Arceus's type. All 
Plates give Arceus Magical Power, Health, and Mana, as 
well as these different persistent effects depending on 
the Plate: 

Flame Plate - Grants Arceus bonus magical 
penetration. Changes his type to Fire. 

Multitype Passive Splash Plate - Grants Arceus bonus MP5. Changes 
his type to Water. 

Meadow Plate - Grants Arceus bonus magical 
lifesteal. Changes his type to Grass. 

Zap Plate - Grants Arceus bonus damage to 
structures and neutral monsters. Changes his type to 
Electric. 

Arceus can only hold one Plate at a time, and once 
bought a Plate cannot be sold. 


Arceus inflicts divine punishment in a straight line 

aXe in front of him, dealing magical damage. If an enemy is 

Pa ene goes affected by any buffs granted by an ability, Punishment will 
ignore those buffs and deal additional damage. 


After a brief delay, Arceus drastically increases the 

effect of gravity in a large circular targeted area. Enemies 

Gravity Ability 2 inside the area are slowed and crippled. Furthermore, any 
enemies currently in the air above Gravity's area of effect 
are dragged down, damaged, and stunned. 

Arceus focuses his mind to increase his magical power 
and magical protections for amedium duration. This ability 
can stack up to two times, and the duration of the buff is 
refreshed on each cast of Calm Mind. When Arceus has 

= two stacks of Calm Mind, this ability turns into Psyshock, 
Calin) A ete Senne aot: which sends a powerful, uReraeeai shockwave tf in all 
directions from Arceus. Psyshock deals magical damage, 
but uses the enemy’s physical protection when calculating 
the damage dealt. Arceus loses all stacks of Calm Mind 
after Psyshock Is used. 

Arceus reigns judgment down upon a targeted circular 
area, dealing massive damage after a small channel time. 
Judgment has additional effects based on Arceusss type: 

Fire-type - Enemies hit by Judgment are burned for 

Midgenment Uitimste additional damage over time. 

Water-type - Judgment’s cooldown is reduced for 
every enemy hit by Judgment. 

Grass-type - Arceus is healed for every enemy hit by 
Judgment. 

Electric-type - Enemies hit by Judgment are stunned 
for a short time. 
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the ability for Arceus to buy four different elemental 
plates in the item store, each giving him some 
typical mage stats as well as four different bonus 
effects that enhance a specific playstyle. The Flame 
Plate boosts magical penetration and encourages a 
high-damage build, while changing Arceus to a Fire- 
type. The Splash Plate gives Arceus bonus MP5 and 
focuses on a cooldown-focused build, while changing 
Arceus to a Water-type. The Meadow Plate gives 
Arceus some magical lifesteal, and focuses on high 
sustain, granting Arceus 

the Grass-type. 
Finally, the 

Zap Plate 
grants Arceus 
bonus magical damage to 
structures and neutral monsters, 
giving him an advantage 

towards taking objectives, and is 
generally geared towards being 
more utility-focused. This plate 
also transforms Arceus into 
an Electric-type. Note that 
Arceus can only purchase 
one Plate, and it cannot be 
sold once bought, meaning 
once you've locked 

into a type, you can't 
change it! Use Arceus’s 
immense flexibility 

to your advantage, and choose a Plate based off 

of what each side’s composition demands. 

Arceus's first ability is Punishment. This ability is 
Arceuss bread-and-butter damaging and waveclear 
ability, but with a twist. If an enemy hit by this ability 
has any ongoing stat buffs from abilities, say from 
Ares’ Bolster Defenses or Ra’s Speed of Light, that 


enemy takes additional damage from the ability, 
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bypassing any aforementioned defensive buffs. 
This ability can be very useful against trading with 
enemies with persistent self-buffs, like Poseidon 
and Ra, meaning Arceus has some really great 
matchups! However, against foes that don't need 
or have buffs, this ability does average damage 
overall, and it doesn't have incredible range, either. 
Arceus's second ability is Gravity. Arceus selects 
a large circular area and heavily increases the 
effects of gravity in that area, slowing and crippling 
enemy gods. In the Pokémon 
games, Gravity 
also grounds 
Flying-type 
Pokémon, making 
them vulnerable to 
the Ground-type 
moves that they 
are normally 
immune to. 
Mirroring that, 
any enemy gods 
currently in the 
air inside Gravity's 
area of effect are 
immediately 
grounded, 
damaged, and 
stunned. Gravity is 
a great way to prevent 
the enemy from escaping Arceus’s deadly short- 
range onslaught, or for securing that kill on 
those mobile carries. By timing the use of Gravity 
right, you can even ground and stun a target mid- 
flight, which gives Arceus the perfect opportunity 
to close the distance and obliterate them. 
Arceusss third ability is a twoparter, Calm Mind 


and Psyshock. Most Pokémon fans will immediately 


The GameOn Magazine 


recognize the set-up move known as Calm Mind, 
and how well it combos with another Psychic-type 
move Psyshock. Just like in the games, when Arceus 
uses Calm Mind he gains bonus magical power 

and magical protection for a medium duration. 

This ability is on a short enough cooldown that it 

can also stack, with a maximum of two stacks. 
When Arceus has two stacks of Calm Mind, he can 
unleash Psyshock, an unusual attack that generates 
a powerful shockwave around Arceus that, like its 
in-game counterpart, deals magical damage that 
uses the enemy’s physical protection to calculate 
damage as opposed to their magical protection. 
This means that anyone trying to get within close 


range of Arceus will find it incredibly hard to itemize 


against his damage. However, note that in order to 
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use Psyshock, Arceus has to first prepare by building 
up stacks of Calm Mind, meaning Psyshock won't 
always be available whenever Arceus wants to use 

it if he doesn't set up properly before a fight. 

Finally, Arceus's ultimate is also his signature 
move in the Pokémon games: Judgment. Arceus 
channels briefly and shoots a beam up Into the 
heavens, which explodes and rains down holy 
judgment upon enemy gods in a medium-sized 
circular area. The unique thing about Judgment in 
the Pokémon franchise, however, is that the type of 
the move changes depending on which Plate Arceus 
is currently holding. Of course, | had to introduce 
this mechanic into his SMITE kit too! Depending on 
Arceus’s current type [in other words, what Plate 


Arceus has bought), Judgment will have different 
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bonus effects In addition to its large base 
damage. If Arceus is Fire-type (Flame Plate], 
Judgment will burn for additional bonus 
damage over time. If Arceus is Water-type 
(Splash Plate], Judgment’s cooldown will be 
reduced for each enemy hit. If he is Grass- 
type (Meadow Plate), Judgment will heal 
Arceus for each enemy hit. Finally, if Arceus 
has the Electric-type (Zap Plate), Judgment 
will stun all enemies in the area. These bonus 
effects mirror the previously-mentioned 
playstyles that each Plate emphasizes. While 
Judgment is a pretty simple ability on its 
own, its true power Lies in its versatility! 


As previously stated in this article, Arceus 


does extremely well in close range, where he can unleash absolutely massive amounts of damage if he sets 


up abilities like Calm Mind/Psyshock and Gravity properly. He also has the advantage of being able to adapt 


his playstyle to the enemy composition. If Arceus needs to emphasize survivability in drawn-out teamfights, 


then the Meadow Plate is the perfect buy, giving him the magical lifesteal and the heal on Judgment to make 


it through longer fights. Of course, if Arceus has enough support on his team to go wild, then the Flame Plate 


is what you are going to want, giving his abilities that extra kick. However, at the cost of his damage output 


and versatility, Arceus doesn’t have the best range, and the lack of mobility and crowd control (outside the 


slow and situational stun from Gravity) really mean that Arceus is going to want peel from his team to prevent 


him from getting completely shut down in 

fights. Also, Sprint is Arceus's best friend. 
That's all for Arceus, the Creator! 

I'm a huge fan of the Pokémon franchise 

and | really enjoyed creating a kit that 

was as true to the Pokémon universe as 

possible. You'll notice that every single 

one of Arceus’s abilities has a tie-in to 

the in-game counterpart! | hope that you 

readers enjoy this concept as much as | do, 

because now all | want is a Pokémon MOBA 


(come on, Nintendo, make it happen]! 


By Drew Martz 
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TYING THE CONNECTIONS: 


ANUBIS 


The time has finally come. We are going to go back, way, way back to SMITEs alpha and beta 
stages for this Tying the Connections. Back to when the game was a mess, balance didn't exist 
and meta didn’t matter. The olden, golden days when the game wasnt the massive enterprise it 
is today, but just the passion project of a small studio. It's also a throwback to ancient patch notes 
and the days that twitch.tv/smitegame was a 24/7 thing. Of course we can only be speaking about 
one god, and one god only. The great, the glorious, the golden ... Goobis! Eh, | mean Anubis! 


efore we dive into Anubis’ abilities, we 

B need to take a deeper look into his origins, 
role and function within the Egyptian pantheon. 
The Jackal headed lord of the Underworld Is 
one of the oldest deities in Egyptian mythology, 
but doesn't appear or feature in many legends 
despite his age and importance as an embalmer. 
His parentage is equally vague and dependant 
on the period and, basically, who you ask. 

During Egypt's early dynastic period Anubis was 
depicted fully as a jackal, or golden wolf if you've 


kept up with recent archaeological developments. 
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This association was made because early Egyptian 
graves were fairly shallow and canines tended 
to dig up the bodies. The thought behind it was 
that one of their own would be able to control the 
hunger of these ‘grave robbers’ and let the dead 
rest in peace, resulting in his primary role being 
that of the Protector of Graves and Tombs. 

Later on, during the Old Kingdom era, Anubis 
received the form that we're all familiar with: 
the jackal-headed human. During this time he 
was the undisputed Lord of the Underworld 


and Master Embalmer. This is also where he 
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presumably started the ritual of Weighing of 
the Heart, which decided which souls would go 
on to a heavenly existence and which would be 
devoured by the crocodile headed demon Ammit. 
This all changed during the Middle Kingdom, 
when Osiris replaced him as Lord of the Underworld 
and his primary role became that of the Embalmer 
and Weigher of Hearts. He remained in this position 
until the late pharaonic era, where he also became 
the Guide to the Afterlife, leading people to the 
lands of the dead after weighing their hearts. This 
wasn't to remain too long, however, as relatively 
quickly after this Egypt was taken over by the 
Greek and became a Hellenistic Kingdom. 
Based on this, my best guess would be that 
the Anubis we have in the game is based mostly 
on his portrayal during the Old and Middle 
Kingdom eras. There's a reason | can’t narrow 


it down any further, but all in due time! 
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SORROW than that of the Egyptians. Ancient Egyptians firmly 


believed their souls were truly immortal, and death 
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It’s pretty common knowledge that Anubis’ was not much more than a brief interruption as 
passive increases his magical lifesteal, but it also opposed to the Western approach of it fully and 
steals both Physical and Magical Protections irrevocably ending life. As a result, they didn’t fear 
and reduces all CC (crowd control) effects’ death or think of it in as sinister a way as we do. 


duration by 30%. Quite the stacked passive but 


one that he sorely needs as he needs to stand PLAGUE OF LOCUSTS 
still to deal the most damage possible. 

But how does this tie into his lore? Quite Ah, the breath of death and one of the 
frankly: not at all. The name is probably inspired reasons Anubis is incredibly hard to play. He 
by the sense of loss we all feel when someone we needs to stand still to channel this ability, and 
know passes on, but that’s the only commonality while immune to knockback [and receiving 30% 


between Sorrow and Anubis lore. It is a very sinister CC Reduction from Sorrow if it hits anything) it 


ability, gaining strength by literally draining it out can still be interrupted by anything else. Does 
of someone, and more representative of the way damn good damage though. He just dies for it. 
we Westerners interpret death and underworlds Plague of Locusts is almost guaranteed 


nnn 
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to be inspired by the Ten Biblical Plagues, and tied to our Doge of the 
Dead because, well, he’s the Lord of the Dead. Like Sorrow, Plague of 
Locusts has no basis whatsoever in Anubis’ lore and is a wholly Western 


interpretation of our fear of death and the sinister feeling it has for us. 


Granted, locusts were a known [and feared) plague during all Egyptian 
eras, they weren't equated to death enough to be tied to the (benevolent, as 


he was also the one protecting graves) deity of death and the afterlife. 


MUMMIFY 


The incredibly hard to hit stun that separates the good Goobis’ 


Finite ic iii tei 
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from the bad. And the only ability that has a true basis in his lore. It’s a 
relatively obvious one, so | can be quite brief about this: mummifying 
is basically embalming, though it focuses more on the bandages than 
it does on the full embalming process. The facts that it is at range 
and instant are just gaming adaptations to make it viable in the 


game and should be handled as ‘breaches in lore ‘cause game’. 


GRASPING HANDS : 
The only safe and stable part of Anubis entire 
kit and his single saving grace. In the game 


| mean, and not lore-wise. It’s his safest 


means of pressure with both respectable damage 
and soft CC in the form of a 25% slow in 
addition to being pretty good wave clear. 
The lore inaccuracy though! 

Where Sorrow and Plague of Locusts are ‘simply’ Western 


misinterpretations of a god of death and his portfolio, 
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Grasping Hands almost violates a core belief in 


ancient Egypt: the journey through life, death and 
afterlife is a decidedly one-way street (westward 
to be exact). The only exception to this is Osiris, 
and only because his deific nature transcends the 


realms of the living and the dead to begin with. 


DEATH GAZE 


Sounds cool, right? The God of Death gazing 
at you so intently it literally turns into a beam of 
death and destruction. Like Plague of Locusts, 
it’s a whole lot of damage at the price of being 
a literal sitting duck. It’s also the end of the 
bread and butter combo of Grasping Hands into 
Mummify into Plague of Locusts. Hit everything 
and very few gods can live to tell the tale. 

While an accurate representation of what it 


does in the game, lots of pain and melting, it has 
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nothing to do with Anubis’ lore whatsoever. Anubis 
is not a killer in Egyptian mythology, and doesn't 
even a particularly discerning gaze as he uses 
scales to judge people. | haven't been able to find 
any reference to Anubis’ eyes, gaze or anything 
similar. The only conclusion | can draw about why 


they added this ability is ‘because it’s cool!’ 


In the end, like quite a few of the unreworked 
older gods in the game, Anubis is far from 
lore accurate and clearly designed to just be a 
recognizable game character. The only part of his 
kit actually signifying he’s Egyptian is Mummify, 
as the rest are Western interpretations of death 
gods or just cool-ass sounding abilities. 

|, for one, don't care it is and love our 
glorious Goobis just the way he is. 


By Jorg van der Velden 
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By Jacob Russell ~~~ 


Hades is very versatile and can fit in a lot of molds with the right build and playstyle. 
Despite this, he has never been considered a top tier god, even during his time as a 
Guardian. | will admit | am kind of biased, as he was the first god that ever | mastered. 
Hades is the reason that | have mained Guardians since | started playing SMITE in late 
2013. Since | love this character, it pains me to see that Hades gets no love. The only time 
| see Hades played is when I'm the Hades! Let's change that with this article, shall we? 


have come up with a convenient way to 

organize my multitude of Hades builds. If you 
don't know what to build on Hades, you just have to 
answer a few simple questions. First off, what do 
you hope to accomplish as Hades, do you want to 
one-shot innocent squishies in the enemy backline? 
Do you want to be a good frontline for your team 
and set the pace of the game with defense? Do you 
not want to put all of your eggs in one basket and 
do a little bit of both? The choice is yours! The next 
question you must answer is whether or not you 
want to build stacks. If you have a lane to yourself 
in Conquest, feel free to stack! If you are in Arena 
where you have to share minion waves with four of 
your mates, stacking might not be the best option for 


you. Without further ado, let’s get right to the builds! 
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BURST DAMAGE WITH STACKS 


Are you in the solo lane in Conquest and 
have a lot of farm available to you, this is the build 
to maximize those resources! With this first build, 
you re going to have early penetration with Shoes of 
the Magi, that increased damage should help you 
easily kill the minion wave. The quicker you can kill 
the minion wave, the quicker you can get your Book 
of Thoth stacks and start doing a lot of damage. 
Book of Thoth will give you a large mana pool and 
convert some of that mana to power. That means you 
will have enough mana to constantly be able to heal 


yourself from minion waves. Penetration is always 
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needed, and Obsidian Shard is cheap and effective. 
Since you are going to have all of that mana, you will 
need your abilities to be on low cooldowns in order to 
use that mana effectively. Chronos Pendant will give 
you that needed CDR and also help you regenerate 
that large mana pool. This next item fits Hades’ 
passive very well, as his passive Is all about hitting 
enemies with multiple abilities in quick succession. 
Spear of the Magus reduces an enemy's magical 
protection after being hit with an ability, meaning 
subsequent abilities will deal more damage. In the 
late game, your enemies are going to have a lot more 
health, making them harder to kill. To get rid of this 
problem, Rod of Tahuti provides a large amount 


of power that will leave foes begging for mercy. 


BURST DAMAGE WITHOUT STACKS 


If you don’t find yourself in a position to stack 
and you still want to decimate your enemies with 
raw damage, you have your build right here! Shoes 
of the Magi are the right boots for maximizing DPS 
in the early-game. Since your abilities are doing 
so much damage, you want to be able to use them 
often. Chronos Pendant provides the CDR and MP5 
that every Hades craves. The next three items | have 
talked about in the previous build, so you understand 
why they're so effective. The next three items you 
will buy are Obsidian Shard, Rod of Tahuti, and 
Spear of the Magus. The last item is Soul Reaver, 
which will be incredibly useful when Hades initiates 
with Death from Below. Being able to instantly 
take away 10% of an enemy's health at the start 
of a fight every 40 seconds can completely change 
the late-game teamfights. Possible substitutions 


you can make with these builds include Spear of 
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Desolation If you have a large lead. Also, since none 
of these builds max out on CDR (40%), Pythagorem’s 
Piece gives you CDR while also giving your magical 
allies bonus power. Lastly, since these builds have 
no defense, you might find yourself at low health 
often. Bancroft’s Talon will reward you for being at 
low health with bonus power while also increasing 
the healing on Devour Souls. For these builds, you 
should level up your abilities in the following order: 
3-1-4-2. It is also important to note that starting 
with Vampiric Shroud lets you stay in lane much 


longer, making it easier to get future items online. 


If being the guy who has top god damage Isn't 
your thing, try going back to Hades roots with the 
Tank builds! 
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Although Hades was switched from the class 
of Guardian to Mage, Hi-Rez kept his base stats 
the same. Hades has high base protections [like all 
Tanks], which makes building him like a Tank viable. 
This build starts off with Shoes of Focus, which 

gives you much needed sustain in the early-game 

as well as 10% CDR. This CDR will let you use your 
silence often, and the extra 250 mana will give you 
the resources to do so. Next up Is Hide of the Urchin, 
which gives you a decent amount of both protections 
as well as health and mana. This item gives you more 
protections as you get assists on god kills, meaning 
that getting it online early will give you more time 

to build the stacks. Breastplate of Valor is an item 

| buy on almost every tankier god, as it offers a lot 

of utility (25% CDR and 300 mana) and allows you 

to dive towers in the mid-game. The fourth item of 


this build is Sovereignty, which provides you with 
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more physical protections and a great aura to help 


your team’s survivability. Sovereignty gives nearby 
allies additional Physical Protections and HP9, which 
makes it a widely used support item. Wanted to get 
full CDR? That is just around the corner with Mail of 
Renewal, as the 10% CD-R maxes you out at 40%. 
The 400 health and 10 HP5 will make you even more 
annoying to the enemy team, that is even without 
mentioning the passive. You get 15% of your health 
and mana back after getting an assist on a god or 
objective, meaning that taking out that first enemy 
will help you take out subsequent enemies. Last but 
certainly not least is Bulwark of Hope, which assures 


that magical protection won't be an issue for you. This 
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item has it all: protections, health, crowd 


control reduction, and a shield! This build is 


eno ila 
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good if you are doing well in the early game | 
(as your early-game lead could snowball 


into a lot of Hide of the Urchin stacks.]} It is 


CL ccc 


important to note that building Hide of the 
Urchin when you're very far behind is detrimental. 
This next build doesn’t require those stacks but still 


gives you the tools you need to play the Tank role. 


TANKY WITHOUT STACKS 


This build starts off very similar to the last one, as 
Shoes of Focus and Breastplate of Valor are key in allowing 
you to provide constant CC. Bulwark is featured much earlier in 
this build, as not building Hide of the Urchin puts you behind in that 
department. Sovereignty is in the same spot and serves the same 
purpose. Winged Blade makes up for the health you miss out on by 
not building Hide of the Urchin. The passive, which gives you bonus 
movement speed when you're slowed, is enough to run away from 
opponents if your defenses aren't cutting it. Winged Blade also provides 
a medley of other stats: CCR, Movement Speed, and Attack Speed. This 
build is topped off with Spirit Robe, which again gives you boosts in a variety 
of stats. The most important thing to highlight Is the passive, 15% damage 
mitigation for three seconds when hit with hard CC every 10 seconds is super 
strong! You can have damage mitigation 30% of the time! This item also 
gives you both protections and maxes you out on CDR. Changes you could 
make to these builds include Heartward 
Amulet if the opponents have a 
lot of magical damage. If the 
enemy team has lot of basic 
attack damage, items 
like Hide of the Nemean 
Lion or Midgardian Mail 
are good options to shut 


them down. Pestilence Is a great 
The Official SMITE Magazine Issue #29 
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idea if the enemy team has a lot of healing. Lastly, 
Mantle of Discord would be great addition if you're 
super far ahead and have enough gold for it. For 
these builds, level up the abilities as follows: 2-1- 
4-3. | should also mention that getting Watcher's 
Gift as a Starter item allows you to stay in lane 
for a long time so your carries can safely farm. 
Have you not liked any of the builds so far, 
and wish there was a way to do a little bit of 


both? That is where the Hybrid builds come in! 
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HYBRID WITH STACKS 


We go back once more to Shoes of the Magi, 
as these boots are optimal for dominating in the 
early game. Warlock’s Sash is something new, but 
it fits the idea of having both damage and defense. 
This item gives you bonus health and magical power 
for every stack up to 100 stacks. It totals up to 110 
power and 600 health at max stacks. Breastplate 
of Valor, enough said. Void Stone was built for the 
kind of play style, as It gives you magical defense, 
magical protection, and a protection reduction 
aura! To round off the build, buy Obsidian Shard 


for damage and Spirit Robe for defense. 
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HYBRID WITHOUT STACKS 


Shoes of the Magi again, you have already heard 
my spiel on this like 3 times, NEXT! Breastplate has 
once again made an appearance, you know why by 
this point. Chronos’ Pendant maxes out your CDR and 
gives you enough mana to last the rest of the game. 
Obsidian Shard and Bancroft’s Talon are the items 
that end your shopping list, but I’ve gone into detail 
with those already. Changes you could make to these 
builds include Gem of Isolation, which can make 
Death from Below slow for up to 65%! Other options 
include the Imperial Helmet tree, which also provide a 
combination of damage and defense. A final option for 
these builds could be Ethereal Staff, which gives you 
power based on how much health you have as well as 
power and mana. The Burst builds and Hybrid builds 
use the same skill order and Starter item, making 


it easy to familiarize yourself with both playstyles. 


| hope you are confident enough to pick Hades 
after reading this! | hope to see more of the King of 
the Underworld on the Battleground of the Gods! 

lam going to start something new, I’m 

going to share one person per magazine that did 
something nice in SMITE. A lot of people talk a in 
how toxic the community is, but there are a lot of nice 
people. Shoutout to DehDog for giving up the role 
you called because someone else wanted it. You're 


the kind of person that makes SMITE great. <3 
By Jacob Russell 


Ci 
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COLLIDE: PART 9 


By Jessica Seney ~~~ 
a y* Thanatos knocked me and tusky Romans. Just a tad bit familiar to like but 
out. That's all | can remember.” too different to ever get used to. For each of his 
Zeus said nothing, what could he say. It had own pantheon, Zeus found that the Romans 
only been a day, perhaps not even, since the weaver had a counterpart. Janus, he found, was much 


appeared and already another of her pantheon came like a far more eccentric Cronus, who already 
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to the battle ground. Not only that, but the newest straddled the line between ‘outcast’ and ‘loner’. 
was stolen away by his own brothers reaper. “Was this your doing?” 

His hand waved away the small huntress, who Once more the gatekeeper’s head spun once 
uttered a humph and turned on her heels. The more, around to the elder of the two. It reminded 
large boar followed just after, never more than Zeus of his own face, bearded and aged by more than 
a few hops away. Once her fiery hair vanished time, however it was far too unfeeling and inhuman 
within the corridors, the God of Thunder turned to be anything more than a pale comparison. 
towards the robotic form of Janus. His head ever The automaton’s head twitched to the side, 
on aspin, between old and young faces. Wise and staring at the Thundergod sideways. What was?” 
energetic, collected and bold. Future and past. “This new arrival who arrived in cyan?” 
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“Of course. Who else could open 
transdimensional gateways?” A haughty 
chuckle came from his mechanical core. 

“Both of-” 

A sudden whirring from Janus's neck cut Zeus 
off. Though his face contorted indignant at being 
silenced, however the gatekeepers head spun about 
until stopping suddenly on the younger face. 

“No! I'd never. Only one of them. If | recall, 
Chronos mentioned an entire pantheon like the 
weaver! So, | did some much needed digging 
through the dimensions and happened to have 
found one with all the strange little lights that she 
leaves behind. When | opened the portal, however, 
it shut immediately! | was astounded at that, as it 
hadn't happened quite that suddenly before and-” 

“You opened a portal without my say?” 

The face remained still, however Janus’s 
shoulder plating began to shift and hum with 
energy. They floated off his form, unfolded until 
the last plate hovered just over the elbows bend. 

“| don’t quite recall your say 
every being needed, Zeus.” 

“You move within my land, Janus. Watch 
your tongue, and shoo them back to their lands.” 
The thundering sky turned away, stepping up 
from the courtyard of olympus and onto the first 
of many steps towards the inner sanctums. 

“You don’t care to know why the 
gateway closed? It’s quite simple actually, 
amusing almost if you would ju-” 

“Make them leave, Janus. | don't enjoy repeating 
myself.” Each step carried him further from the 
automaton, closer to Hera and his family. 

“That is impossible, I’m afraid.” The 
whirring occurred once more. 

Zeus paused atop the staircase. 


“They've only just arrived, yes, but both have 
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come to blows. Not with each other, but of the 
others. They're part of the mix now, unfortunately.” 
“Then how do you plan to clean up 
your mess?” The sun fell behind an ever 
growing cloudline in the distance. 
“Simple!” 


A hum began to fill the air, not unlike one of 


Zeuss own bolts of lightning. Except, and this was just 


after he glanced to the sky above him, there were no 

storm clouds as of yet. Instead it came from behind 

him and, as he turned to find it’s source, saw Janus'’s 

hands clutching at an unseen tear within the air. 
Gaunt and unfeeling, the robot’s hands 

pushed and pulled at the air, opening one swirling, 

blindingly blue vortex of light parallel to his 


chest. After a moment, the unclear and violent 


vortex of energy slowed to a halt. From the center 
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outwards displaying the distant, quiet island. 

Roaming across it’s peaceful stones were 
two azure skinned beings. One male, one female. 
Both spoke to each other in tongues that neither 
roman nor greek god could understand. The female 
wore deep red garments with golden bracelets 
and edgings. The male, pale orange, yellows, and 
golden adornments hung from his person. 

Perhaps most striking of the two, the female 
had two sets of hands, one of which folded 
over her chest while the other held several 
weapons. The male peacefully hovered above 
the floor, holding his head eye level with the 
female with both legs folded beneath him. 

“The hindus?” Zeus’s brow knitted together, 
nose crinkling in a mixture of disgust and surprise. 
They had been useful in fighting, yes, but they 
never chose a side. Always made murmurs of 
keeping a balance that Zeus cared nothing for. 


“Well, yes.” The cheerful Janus replied, “They 


work towards peace and fight those /nasty/ demons.” 


“They /brought/ those demons here, 
Janus. They're more trouble than good.” 


“If | do recall, you seem to have caused more 
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trouble for your own family than good, Zeus!” 
When the opposing god's eyes narrowed he 
continued, “In recent times, that is. Shall we?” 

Perhaps to silence any approaching retorts, the 
gatekeeper slipped into the portal. From the viewpoint 
the father of all greeks watched, the automaton 
spoke in a muffled voice to the two, causing the 
male to turn his head with a smile and the female 
to raise her head without a change in emotion. 

Kali, if he recalled correctly. A woman whose 
face only moved from its emotionless gaze when 
angered and when that occurred... none of those 
whom she faced lived long enough to tell. The male, 
Rama, seemed far more level headed. Though his 
booming laugh could grind anyone's nerves. 

For a time the hindus spoke with Janus, nodding 
and shaking their heads on occasion while the 
gatekeeper’s seemed to be on a constant rotation 
between old and young. Even with a carefully tied 
sash of red, the face that rested on the back of his 
head seemed to gaze behind him. Which, at this 
moment, seemed to watch the greek unendingly. 

Finally, after minutes of speaking, the hindus 


looked from over Janus’s form. The robot’s hand 
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lifted, pinched at the air, and pulled back. The 
overwhelming feeling of all three sets of eyes 
suddenly on Zeus was sudden, unexpected. 

He hadn't even noticed that the portal was 

one sided until then, and having been found 

out the god of thundering skies watched. 

From the portal came a voice, 
unmistakably Januss. 

“They will help us! If only because these 
newcomers haven't been seen as of yet. Though, 
| do believe, that they made mention of their 
own new arrivals soon. Isn't it exciting!” 

Both of Zeus's eyes closed. More headaches 
within his lands seemed troublesome, but the 


thought of his brother finally admitting defeat 


caused him to hum in frustrated agreement. With it, 


the clouds slowly shifted across the sky and allowed 


the sun to gaze down across the lands. First his 
hand, then his body stepped through the portal. 
“Are there more, Janus?” 
“More what?” The young face replied. 
“Pantheons. There can only be so many.” 
“Oh yes! And | will be going through the 
gateways soon to find more! The egyptians must 
be positively livid with two missing without any 
reason! I'll need Athena to come with me for 
that... Speaking of the girl, where is she?” 
Both Hindus stood now, gazing at Zeus in 
the silence. The electric hum slowly returned as 


Janus opened a second portal, showing Athena 
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awkwardly patting the back of a distraught Neith. 
“Athena, old friend! How is she doing?” 
The large woman jumped, whipping her head 
to the side so quickly that her braid smacked the 
sobbing weaver atop the head. The only indication 


she felt it was the muffled whimper of surprise 


“Eh... not-so-good. She weeps for her baby.” 


“Baby? She was pregnant??” The 
automatons head cocked to the side. 

“The large lizard man was her baby.” 

Zeus groaned aloud. “Are they all part animal? 
We have enough of that with the mayans.” 

“The mayans are not part animal, 
father. They wear animal skins.” 


“Athena, old friend.” Janus cut in once more. 


“Might you come with us to visit the egyptians?” 


“Wouldn't one of their own be wiser?” The 
voice surprised most of the group, causing 
them to turn to the hindu male, Rama. “If they 
went missing so suddenly, it would be wiser 
to speak with one of their own present.” 

All heads turned to the weeping 
weaver, who weakly raised her head. 

Within the egyptian throne room, 


a deep blue orb began to form. 


By Jessica Seney 
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SPL FALL SPLIT FORMAT 


By Zachary McFarland ~~~ 


We are in the final stretch for the SMITE esports season and are gearing up for the SMITE World 
Championship. Before we can crown a victor of Season 3, we must determine which teams 
can even compete. That is where the Fall Split comes in. This article will explain the format of 
SMITE's Fall Split and the path to worlds of the North American and European SPL regions. 
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PLACEMENT STAGE GROUP STAGE 

The first half of the split takes the form of a The second half of the regular season is new 
round robin format that we are used to. There are 8 and exciting. Regions are broken up into groups 
teams per SPL region. Each team faces all the others that will consist of 4 teams. Each group will be 
in a best of 2 set over 4 weeks. A points system is flown to Hi-Rez Studios for a week to compete in 
implemented into the Bo2 format. If a team wins the a LAN setting. The group stage starts on October 
set 2-0, they earn 3 points while the losers gain 0. If 7th and games are played Friday through Sunday. 
a set splits 1-1, both teams receive 1 point. The more Each team will face each other twice in Bo2s over 
points a team accumulates, the higher their seed the course of their week, resulting in 12 sets, or 
and the better their placement into the group stage. 24 games, per week. The top 2 teams from each 
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group will advance to the Super Regionals while the 

bottom 2 will have to fight through the gauntlet. 
The groups are broken up into seeds 

1,4,9,8 and 2,3,6,7 and the table below shows 


which teams are in which groups. 


THE GAUNTLET 


The Gauntlet is another new event that will run 
after the group stage. The Gauntlet will send a 5th 
team from each region to Super Regionals. The first 
match sees the top Challenger Cup team face off 
against the 8th place SPL team. The winner of this 
fights the 7th, winner then faces the 6th seed, and final 
match is against the number 5 team. All sets are Bo3 
and all the teams that lost in the group stage have a 
chance at redemption. The winners earns themselves 


the right to represent their region at Super Regionals. 


SUPER REGIONALS 


Hi-Rez has not released much information 
about this year’s Super Regionals. We know that 
5 teams from each region will appear at the event 
and that of the 10 teams from Super Regionals, 6 
will advance to the SMITE Worlds Championship. 


Last year, 5 of 12 teams from Super Regionals 


Group A (EU1) 


Group B (NA1) 
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went to Worlds. Each region had a tournament to 
determine the top 2 teams and the Sth was sent from 
interregional play. It is likely to be similar this year, 
but with 2 teams sent from interregional games in 
addition to the 4 from the regional competitions. 

It is not known how the regionals will work 
with 5 teams per region, but a similar situation 
occurred at DreamHack, where there were 9 teams 
in a tournament. Two of the teams competed to fill 
in a Spot in an 8-team bracket. It is possible that 
at Super Regionals, the Gauntlet team will face 
the 4th seeded team at Super Regionals to have a 
tournament that proceeds into a semi-final scenario 
and the winners of those sets will advance to SWC 
while the semis losers will compete with those 
from the other region for spots at Worlds. This is 


all speculation, but follows a logical progression. 


WORLDS 


The SMITE World Championship will be held at 
Hi-Rez Expo between January oth and 8th. Here, the 6 
SPL teams will compete with teams from other regions 
for the title of the best SMITE team in the world. 

By Zachary McFarland 
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Newest Goddess Released: 
Izanamr: Matron of the Dead 
See You Next Issue! 


